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(54) Bonus game for a gaming machine 

(57) A bonus game for a slot machine operable in a 
basic mode and a bonus mode. The bonus game is 
entered upon the occurrence of a special start-bonus 
game outcome in the basic mode. In the bonus game, a 
player selects, one at a time, from an array of windows 
each associated with a bonus game outcome. Credits 
are awarded based upon which ones of the windows are 
selected. The bonus game ends upon selection of a 
window associated with an end-bonus outcome but oth- 
erwise continues, allowing the player to make further 
selections and accumulate further credits until encoun- 
tering an end-bonus outcome. In one embodiment, a 
bonus game resource obtained in the basic game may 
be exercised in the bonus game to affect the bonus 
game outcome. In one embodiment, for example, where 
the occurrence of an end-bonus outcome would other- 
wise end the bonus game, a player having a bonus 
game resource may exercise the bonus game resource 
upon encountering an end-bonus outcome to continue 
playing the bonus game. 
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Description 

CROSS-REFERENCE TO RELATED APPLICATION 

Ch 2 4 t ?i W,iCatk)n ^ * ***** ° f * Pate * ^«*n Serial Na 60/079.143 filed 

HELD OF THE INVENTION 

BACKGROUND OF THE INVENTION 

' 5 S °f^ ng ,^ ach " es ; such as «** ™chines. video poker machines and the like, have been a cornerstone of the 

macrnnes and the expectation of winning each machine is roughly the sameta- bSievedte M ZtZf? T^** 
20 most likely to be attracted to the most entertaining and exciting of me rnadSneT Shr^orltL* T 1 IT* *'* 
«o employ the most entertaining and exerting mlhms avaHaSe ?£22 Zi 

hence increase prof HabUHy to me operator. Accordingly, in the conpetJtJve gaming ^mSt&SXSl 

uing need for gaming machine manufacturers to produce new types of oames L^nrJ™ J 

^ w, attra* freooent p tey by enhancng the ^rZSl^rZ^^^^T^ 

22 . Wh ^] T b66n »^ enhance the entertainment vaJueda gamete con- 

cept of a secondary or "bonus" game which may be played in conjunction with a "basic' aama Th«f 1^1 
concise any type * game, either similar to or corrple^y dKferent from SSfiLfZR J^STS 
occurrence of a selected event or outcome of the basic game. The bonus game cor!*^s *e TsSSJt sZS 
application senal no. 08/B35.840 [hereinafter "the 840 application"! filed Apr! 23^99? ZSS^l pa,e ^ 
the present invention and incorporated herein by ref «J?tSSo SSL JscZs SEdXE wH^T* 

Sofir 6 ^ re ^ S, ° t maChi " e andtheb °- S *™ * « sinSed^lCsS SSSXESToE 
JS'^hf 3 " J*^™ ^ te ^ ^ the Wearance of a spedalTymbo. ccS SZSS £ 

w.nn.ngs from the tonus game unt.1 a losing trial occurs. Such a bonus game produces 7w£rttoSZ IS 

TIZ^TT ^ 9ame bCCaUSe » P™*** « A^ter expiation of winning Z^L^^ 
is accompanied with more attractive or unusual video displays and/or audio. 

ISkSZ! tr^f" 19 ^ 0f,6rS tr6mendOUS in player appeal and excitement relative to 

^e^rZ^^ ^ me l ar l at,raCtiVe ,0 b ° ,h pla ^ "P"** * a continuing neeS 
^ b0nUS 93meS to sat,s,y 918 demands <* Payers and operators. Preferably such new bonus 

fn ^ -^ £ 6nhanCe ' *• ,evel 01 P*** «°temem offend by bonus JSSSS S 

in the art. The present invention is directed to satisfying these needs. nwwoiore Known 

SUMMARY OF THE INVENTION 

IJrahS?^ "IT* !! Pe ^' th8 Pfesent invertion - ,here fe P«>*« a gaming machine including a proc- 
t^JS!^* « a bas«^e arxl a bonus mode for controlling game play. In the basic mode, the processoroperates 
rr!^ ^ ^ l^" 18 ,rom amo ^ * plurality of possible bas* game outcomes. The poss£e basic gamTo* 
m^ftoTh^ ^ ^ ^ °» which causes the processor to shift 

^b^r^nZ^ T1 ;! P : OCeSSOr fS 0Perabte 10 d6fine 3 01 ^"-selectable boous game outcomes.^ 

'^J**** ™J • 8 P ,! * er se,ects one or more of the bonus game outcomes and credits are awarded tesed upon which 
ones of me bonus game outcomes are selected. 

[00071 In accordance with another aspect of the present invention, mere is provided a gaming machine including a 

c^^™^!!l Sel ^TJT!. 0U,COme fr<5m amon9 8 number <* P^We flame outcomes. A number of me 
posable game outcomes are rient^e according to a pay table as winning combinations, whereas a remaining 

mJ^Tw P° ss,b,e J ame ou,comes ^e WenWied as apparent losing combinations. The gaming machine includes 
me^orawarding credrts upon occurrences of the winning combinations and upon occurrence of at least one of me 
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[0008J In accordance with yet another aspect of the present invention, ther is provided a gaming machine including 
a processor operabl in a basic mod and a bonus mode for controlling gam play. In the basic mode the processor 
operates to select a basic game outcome from among a plurality of possiW basic game outcomes. Th possibl basic 
gam outcomes include one or more bonus-resource outcomes the occurrence of which causes the processor to gen- 
erate a bonus game resource exercisable in a bonus game. The gaming machin includes means for shifting op ration 
of the processor from the basic mod to the bonus mode. The processor is operable to define a plurality of possible 
bonus game outcomes. In the bonus mode, upon selection of a bonus gam outcome, th bonus gam resource^) 
generated .n the basic game may be exercised to affect the bonus game outcome. In one embodiment, where the 
bonus game outcome would otherwise cause the processor to end the bonus game, an exercise of a bonus game 
resource in conjunction with the bonus game outcome causes the processor to continue operation in the bonus mode 
thereby allowing the player to continue playing the bonus game. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0009] The foregoing and other advantages of the invention will become apparent upon reading the following detailed 
description and upon reference to the drawings in which: 

FIG. 1 is a simplified illustration of a spinning reel slot machine with dot matrix display on which the present inven- 
tion may be implemented; 

FIG. 2 is an illustration of three reel strips which may be placed on the reels of the slot machine of FIG. 1 to imple- 
ment a basic slot machine game according to one embodiment of the present invention; 
FIG. 3 is a pay table for various symbol combinations which may occur in a basic game using the reel strips of FIG. 

FIG. 4 is a math table corresponding to the symbol combinations identified in FIG. 3 with one coin played; 
FIG. 5 is a payout summary table for a basic game using the reel strips of FIG. 2 with one to five coins played- 
FK3. 6 is a math table for various "start-bonus" symbol combinations which may occur in a basic game usina the 
reel strips of FIG. 2 with one coin played; 

FIG. 7 is a payout summary table for a combined basic and bonus game using the reel strips of FIG 2 with one to 
five coins played; 

FIG. 8 illustrates a display which appears upon initial play of a bonus game according to one embodiment of the 
present invention; 

FIG. 9 illustrates a display which may appear upon completion of a bonus game according to one embodiment of 
the present invention; 

FIG. 10 is a table illustrating window values which may appear in a bonus game corresponding to various numbers 
of coins played; 

FIG. 1 1 is a table summarizing various posable outcomes of a bonus game according to one embodiment of the 
present invention; 

FIG. 12 is a block diagram of the slot machine of FIG 1 illustrating a CPU and display controller; 
FIG. 13 is a block diagram of the display controller of FIG. 12; 

FIG. 14 is a block diagram of a video game machine on which the present invention may be implemented; and 
FIG. 15 is an illustration of five simulated reels associated with a basic game played on the video game machine of 
FIG. 14. 



[0010] While the invention is susceptible to various mocfifications and alternative forms, specific embodiments have 
been shown by way of example in the drawings and win be described in detail herein. However, it should be understood 
that the invention is not intended to be limited to the particular forms disclosed. Rather, the invention is to cover all mod- 
ifications, equivalents, and alternatives falling within the spirit and scope of the invention as defined by the appended 
claims. 

DESCRIPTION OF SPECIFIC EMBODIMENTS 

[0011] Turning now to the drawings and referring initially to FIG. 1. there is depicted a slot machine 10 which may be 
utilized to play both a "basic" game and a secondary or "bonus" game. The slot machine 10 includes a display window 
1 2 through which a player may observe three spinning reels. 14. 16 and 18. Game play is initiated by inserting a number 
of coins or playing a number of credits, causing a CPU or game controller (not shown) to activate a number of pay lines 
corresponding to the number of coins or credits played. In the illustrated embodiment up to five paylines. designated 
by reference numerals 22. 24. 26. 28 and 30 may be activated, depending on the number of coins or credits played. The 
play of one coin or credit activates pay line 22. two coins or credits activate pay lines 22 and 24. three coins or credits 
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activate pay lines 22. 24 and 26. four coins or credits activate pay lines 22. 24. 26 and 28 and five coins or credits acti- 
ve pay 22. 24. 26. 28 and 30. It win be appreciated, however, mat the present invention may be implemented on 
machtnes hav,ng fewer or greater numbers of paylines and/or with payline(s) which are activaled independently of th 
number of coins or credits played. The present invention may also be implemented with video "reels.- Accordingly th 
* irXnerSonT ^ "* be undefS,00d hef ein to compass video, as well as mechanical. 

i™2 h,Zn^rf!l? *k- reelS 14> 16 ' 18 ^ S6t in m0,i ° n by * er e ul,in <> a taw 20 or depressing 

a push button (no shown) on the slot machine 10. The processor then operates according to its game programme- select 

,o 1ST °f ,° me (C 9 1 ^ ° UtCOme) corres P° ndin 9 to a particular set of reel stop positions an* using tech- 
° "S^r T^ jn ,he art MUSes each °* *° 14. 16. 18 to stop at the preselected stop position. Symbols (see 

S£ 7* . 10 ^ 14 ' 16 ' 18 to 9raPhiCa " y i,,UStrate lhe reel S,op a *™^e whSme 
posrhon of the reels represent a winning game outcome. Winning -basic' game outcomes (e.g., symbol combinations 
resulting* payment of coins or credits) are identifiable by a pay table (see FIG. 3) affixed to the , sloi ; rnachineTo A™ 
ning comb.nat,on occurs when the symbols appearing on the reels 14. 16. 1 8 correspond to one of the winning con*!- 
wZ^wZwJ^T* ** Winni " 9 COmbinattonS ™* be ««> ^ active one of me 

[0013) For example, in the illustrated embodiment, if one coin or credit is played, payline 22 is activated and a winnino 
combination occurs if one of the combinations appearing on the pay table is displayed directly under payline 22 (e g 
v«mthe first second and third symbols of the combination being displayed, respectively, in the left-center position' 
rnxMle-center position and -nght-center" position relative to the display window 12). If two coins or credits are played' 
paylines 22 and 24 are activated and winning combination(s) occur if any of the combinations appearing on the pay 
toWe are displayed directly under payline 22 and/or payline 24. Payline 24 requires that the first, second and third sym- 
bols of the combination aredisplayed. respectively, in the "left-upper position, "riddle-upper" position and "rigrrt-uooer" 
position relative to the display window 12. H three coins or credrts are played, paylines 22. 24 and 26 are activatedand 
InTS * c r* inatk>ns ■PP« rin 0 °" th « pay table are displayed directly under pay- 

3. . ^ . . . y " ne 26 feqU,reS *™ ** ,irct second "« ,hifd sy" 1 ^ 15 «* «• combination are displayed 
respectively, in the left-tower" position, -middle-lower position and "right-lower" position relative to the display window 

1 * ^"V* Credte 8,9 **** pay,in6S 22, 24 ' 26 and 28 are ****** «« ^^"9 combination(s) occur if any 
of the combinations appearing on the pay table are displayed directly under paylines 22. 24. 26 and/or 28 Payline 28 
requ,res that the first, second and third symbols of the combination are displayed, respectively, in the "left-upper- posi- 
tion, middle-center position and "right-lower position relative to the display window 1 2. Finally, if five coins or credte 
are played, paylines 22. 24. 26. 28 and 30 are activated and winning combination(s) occur if any of the combinations 
appearing on the pay table are displayed directly under paylines 22. 24. 26. 28 and/or 30. Payline 30 requires that the 
f.rst. second and th.rd symbols of the combination are displayed, respectively, in the left-lower position "middle- 
center position and "right-upper position relative to the display window 12 
[0014] it will be appreciated, however, that alternative pay schemes may implemented. For example, a winning com- 
bination may be defined by the processor to occur when a special "start-bonus- symbol appears on one or more of the 
reels n any predetermined display position. In one embodiment of the present invention, a "start-bonus" outcome 
occurs when a speaal "start-bonus" symbol appears on each of three reels, in either of three visible display positions 
(e g., "upper." "center- or Tower") on each reel, even if such positions do not correspond with an active pay line The 
appearance of a "start-bonus" symbol on the designated number of reels, in the designated display position(s) repre- 
sents a "start-bonus" outcome causing the processor to shift operation from the basic game to a bonus game In 
another ernbod.ment the processor enters the bonus game upon the appearance of a special symbol combination on 
the reels 14. 16. 18 which is not identified on the pay table Because such combination is not identified on the pay table 
it is a "start-bonus" combination which players w« consider to be a losing combination and. accordingly, represents a 
surprise winning combination to the player. Alternatively or additionally, the occurrence of "start-bonus" symbols and/or 
combinations) may cause the processor to award coin(s) or credits) in the basic game 

[001 5] A video display 32 is provided for displaying the bonus game. The video display 32 may comprise a dot matrix 
CRXLED. LCD. electro-luminescent display or generally any type of video display known in the art In the illustrated 
embodiment, the video display 32 is vertically disposed within an upper portion of the slot machine 10. It will be appre- 
ciated that the "basic" game need not comprise a spinning reel slot machine game, as illustrated in FIG. 1 but may 
comprise virtually any type of game of chance or skill or combination of such games) having outcomes (e.g., "start- 
bonus" outcomes) which may trigger play of a bonus game on the video display 32. The basic game may itself be imple- 
mented on the video display 32 or a separate video display (not shown). The basic game may comprise a video poker 
or video blackjack game, for example In embodiments where both the basic and bonus games are implemented in 
video, each game may be shown on the same video display. 

[0016] In one embodiment, the possible basic game outcomes include a special symbol combination (e.g., "bonus- 
resource- outcome) causing the processor to generate a bonus game resource exercisable in the bonus game. The 
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occurrence of -bonus-resourc " outcomes) may also cause the nrrv^^ t »~ * ■ . 
game. In one entxximent. ft processor conies to o^a^, n me^Sc ^T^T " h 
resource outcome. In this embodiment, any number of bonwraL ur » ° occurrence °< a bonus- 

of the basic game (causing the processor to generate a^mt^ may ^ several repetitions 

ing the bonus mode. „ atlfl. uSXccSrre^e S a SSJlKS'S ST ^ b-W ^ 

pr.se any item which operates to enhance the excrtement VSZ * bonus 9am r esource(s) may corn- 

embodiment, for exarrp, , a bonus oarr^sc^ in *J *>™ In on 

game. For example, in a bonus game including one v™* '^^^™^* ° UtCome °» ** 
bonus game, a bonus game resource, if available may bTused^^^^l ^ W0Uld othe,wse 
tinue play of the bonus game. Anoth* type oi iboi^LiL r!2 1 . 6 entW)0nus «*omt and thereby con- 
etc.jtfcanrsjac^ 

game outcome awarding 5 coins or credits would resur, in^d of 25 ^cTaSf " "* 3 b0nus 

p^ar^s^^^ 

reels 14. 16. 18 in Fia 1 mS!mt^SSS£i t c ^^ ^ ^ ree) ««*• correspond to the 

H. 16. 18 include ^ansy^^^ 
appear on reel strip 14 include, in sequerxTjactoot 7 P^^ZTpk ^ ^ pos,,,ons - 71,6 s^ 1 * which 
Cherry. Orange. Bell. Orange. S^bLr!ti^^I^^ ^Ti P ' Um ' 0ran 9* Blue 7. 

sirip 16 include, in sequeZ Flavor B^Che^ E ^ 7"*°* ^ appear on reel 

a> Strawberry. Plum. Blue 7 Bell M?^!^ ^ ^ Plum - Crw»Y Bell. Party Favor. Bed 

include, in sequence. JacKpo. 7 CnerryTanaa Sv Sv^ ""tH? whk * «W~ on reel stnp 18 

Orange. Plum, ml StraSEry. BI^TbJ at£££j!™ ^ Lem ° n - ^ ^ ^ P ^ 

retained by the slot machine 10 combinations of symbols, less an appropriate "hold percentage" 

» binations (corresponding to the pay table S m <K£ f° C °' Umn K,en,i,ies *• various «*"*ig corn- 

machine gameX^ER reS- ISetSSl^ SSW" 01 ,he JACKP0T PAR ™" *« 
« support the various ^^^^Z.tn^^c^^ "* K * 18 

pie, because Cherry symbols occupy 1 oosition on th« «^V»«J * -L syn *° l comb,n al>ori. for exam- 

third reel, and because" there JSKiSS T, ^"T* " SeCOndree,and2 P«*«* °n the 

* that will support the CH CH CH coSton^^ are 1 . 2 and 2 positions, respectively, 

of me three "# PER REEL* Ln^Tl^l^^TJr CWTttna,ion 01 s "***. ^ 

the numbers) of reel positions oftffe w^^^TZ,^ 1 W " 1nin9 ""Nations can occur, given 
bol combination in a ^S?v22SlS ? T5r£ Pay1ineS - 7 * XJS> * or 109 CH CH CH sym- 

various W values inii-STgarnl ^ 15 4 e > ' x2 « 2)^e "Total Hits' valued 732) is the sum of *e 

x 18x 18). The "Pulls^r^umn F^^Z^!T^ 't^* 3 5,09,6 3Ctive P 3 *'™ * °" e 5.832 (18 
each respective symoo I conS<£ ^iJS£ZZ ^ . ^ PU " S ^^"^ quired to "nit" 

POSsiWesyrrWcorr^nafionsS^r^ 

194.4 puns, ^ ^ (;:e . ( 5>832 wS^m£?£££'2LZ2^ Th^ « wouWtake 
"Pulls/Hit" value at the bottom of me column represent tt>e numhJ n,,»e corr*«nabon « a lK»n game The 
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rate is 0.57133 Of 57.133%. 

Thfcw CH CH° f SlS y ". C0 ' U w ^ ea * Winnin9 OUtCOme ' *• P roduc » * »» ■ Hrts " «*ue and the "Pays" value 
The CH CH( CH comb.nat.on. for example, having 4 hits each paying 20 coins or credits, has a Total Pay" value of 80 

com game. The Contribution" column indicates, for a 1 <oin game, the percentage contribution of the resoective "T*»i 

oTK^JfaST "** * ^ ^ * examp ' e ' * ?he CH CH CH ^^^^t 

[0024] As will be appreciated, modification of FIG. 4 to reflect a 2<oin 3-coin 4-coin or S-eoin n* m * mow k. * a *k 

^ H^S -H?^ 0 : ^ ? C ° in ^ *** * 3 ' 4 ** 5 "^ines and thus * 5? 

J7?7 JT^n^n^l ! * "J" 'r^*** P"* 0 '*" 1 t0 """^ <* active The "Pays" values for m e 

J7 J7 J7 comb.nat.on w,ll .ncrease to 200. 300. 400 and 1,000 coins, respectively, depending on meters of coS 

then^'fZT? *! J? J? J? «*« «he "Payout Rate" vSue totnciSe basSS 

« o7acCp^L^ 

[0025J A summary of the various payout rates, hit rates, total hits and total coins paid for the basic game with different 

. JTJ * * > 6tWeen 1,18 pay0ut percerta 9 e of the 1 -coin game and the 5-coin game. Under Nevada 

to ™*™" ^ 3 ^ 01 hoW P ercerta 9es (or payout percentages) which vary greaieTtha^S 

ftx differer* numbers of co.ns played without special metering. Because the difference in the basicgame exTeS 4% 

game. This adjustment will be described later in relation to FIG 7 « .« me i-coin 

SLJ?£?T^JT^* in FIG. 4 and Fia 5 corresponds to the basic JACKPOT PARTY 1 " game using the 
. 2 and does not factor in winning outcomes associated with the JACKPOT PARTY™ taToaW 
lwr 9 H^^'t° ,,hepreSen,inven,ion - t"***" various basic game outcomes (e.g.. spe^sy^cSSbt 
^T 0065 ? ,0 ** ° Perafon fr0m me ba* flame to a bonus game. I £ JACKp'oTPA^. 
game. one such combination ,s characterized by ** display of a -Party Favor" symbol (see FIG 2) on each reel cauZ 
.r^ the^essa to enter a borms game >arty. " Another spe^^ 

bve Jackpot 7, Orange and Special Lemon symbols on reels 14. 16. 18. ateo causing the Joa*£ -TSS 
game "party." Both of these speoa, symbol combinations represent a "star,^" iSISSl 
T£ZZ « S * ° Pefati0n fr0m basic c^e to a bonus game. The bonus game party emeredTresJ^e to Se 

L6m0n C ° mbination is a »*• P^" because Csince^cl^. Ora^a^ 
cial Lemon symbols are not identified to the player (e.g., on the pay table) as winning corrttnatkxis it is an^palS 

"° U W K n0t 66 e)<PeCted to 9enerate a bonus game and assorted high S 
[00271 FIG 6 ^entities mathematical probabilities and expected values associated with the special ■Kba^-out- 
comes ,n a 1 -co,r, .JACKPOT PARTY- game . For FV FVFV(,:e.. three partyfava)syr^^S^P^R 

itlf.S ilT^ *ZT 3 ' 9 ^ 3 ^ POat, ° nS *« «" ■«•« »• «^"aiion This is 
because there are 1 .3 and 1 party favor symbols on each respective reel and they may be displayed in any of three dis- 
play positons. The FV FV FV combination will "hit" 81 times (3 x 9 x 3). which equates to 72 «S Z m& £>" S> 

ll, Pay values do not represent expected payment amounts per se, but rather identify an average pay 

amourrh^ch may be expected in the bonus game. The average pay amount is dependent on the various possible out- 
comes of the bonus game. (A detailed description of the bonus game is provided in relation to FIG. 11) For a 1-coin 

« 9< ^!l 6 ^ 9ame ou,comes rtenWied " FIG 11, the expected pay for a bonus game is 20.57152 coins or 

« credits. 

[0028J Therefore, the total expected pay of the FV FV FV outcome in a Koin game is 1666.293 (81 x 20 57152) The 
expected value of the bonus game resulting from the FV FV FV combination is 0.2857 (0 01 3889 x 20 571 52) 
^fL ^V^l 8 *" J? 0R SL 0OfTlbinatlon ( /e ' Jac »VOl 7, Orange. Special Lemon) symbol combination, the 
respective J7. OR and SL symbols occupy only one unique position on each reel. This is because the J7 OR SL com- 

so bmat.cn ts programmed by the processor to trigger the bonus game only when the "surprise" combination is aligned on 
the center payfine. The J7 OR SL combination will therefore "hit" only 1 time (1 x 1 x 1), which equates to 5 832 pulls 
o^io 832 + 1) a 3 probabi,rt y 01 0 000171 ( 1 + 5 832 )- F or a 1<oin game, the expected pay of the bonus game is 
20,57152 coins and. therefore, the total expected pay of the J7 OR SL outcome is 20.57152 (1 x 20 57152) The 
expected value of the bonus game resulting from the J7 OR SL combination is 0.0035 (0 0001 71 x 20 571 52) 

55 [0030) For both types of parties combined {e.g., for the FV FV FV and J7 OR SL combinations combined), there are 
82 hits" (81 + 1). which equates to 71.12195 pulls per hit (5,832 * 82) or a probability of 0.01406 (1 - 71 12195) The 
total expected pay of the FV FV FV and J7 OR SL outcomes combined (for a 1-coin game) is 1686.865 (1666 293 + 
20.57152) and the contribution to expected vaJue (for a 1-coin game) is 0.2892 (0.2857 + 0.0035). This value is added 
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M ^^ZT***™ 9 *™***^ *• P^P^geof basic game and bonus game com- 
♦ oSS Percentage of the basic game and bonus game combined is 86.05732% (0.57^3 

[0031J For 2-coin, 3-coin. 4-coin and 5-coin bonus games, the *# PER REEL " "Hits " "PuIIr/h*" 9 »h -PrnhoKi^- . 

game, there s no .ncreas .n the number of active paylines for increased numbers of coins Thus theR? FV fJ ™! 
binatonwrfMnggerplayofth bonus gam . independent of the nun* r of coins playeTwhenl* ZZZ 
are delayed .n any of three display positions of the slot machine 10. Similarly * the J7 OF ^SL^nSLrlnr^ 
P^ebonusgame.indeper^ 
io slot mach-ne U>. The "Expected Pay- values for the bonus game will increase ^™»Z£Zx 0 Z ll^Z 
co,ns played but. to maintain appropriate payout percentages for the combination «3 SEJ^" 
adjusted slightly downward as the number of coins played is increased so as to coumerr^anTe^elaTeiTh^ir 
out percentages of thebasic game. More specifically, as discussed in relation to F.Q. s^eTe is a 5 SSSKSh 

« to a^ZST ™ ** 1 " C ° in 8nd 5 -°° in *«* Because «• difference excee* 4% * SS£ 
»5 to adjust me bonus game payout percentages to lower the hold percentage of the 5-coin oam^Jai to iSTS 

oT^LTT 6 TTf * * r6dUCing *" " ExpeC,ed P V a ™* h *«*• bonSSS spread 
ofhold percentages for the base game and bonus games combined is within the 4% criterion h STarrS!!? 

^ ^P r ^^asrxeadofonly0.16%.whicbiswellwrminthe4%aiterion FIG 7 also 
shows normalized Average Bonus" values for the 1 -coin. 2-coin. 3-coin 4-coin and 5-coin bonus ^™ n J™ 
produce the desired hold percentages. It can be seen that me nonSized ^S^SZS^S^Xl 
number rtco-ns pteyed from a maximum of 20.571 5 (in a 1 «oin game) to a rrtnLmTSX a 
fSt ^ Ue L fof J he reSpeCtive 9ames b e ~"P«t«l by sirrply multiplying me nwwSdSS. bTme 
number of coins played. Thus, for example, in a 5-coin game, me average bonus gamel Lil. mmSU5w££ 

30 SL^' 8 ^ 9 i,fuS,r f ,e vari0US aSp6CtS <* a bonus game according to the present invention. In one embodi- 
^T m ~h,S!T 9 ,f r " ' mp, . emen,ed 0,1 a 32 °< shown in FIG. 1 in conjunction with a Snnl£nfel 

alT^r\L aPPfe ^ ,ed ' hCTwever ' ,ha bonus game may also be implemented in conjunct Sh basJ: 
I Sp,m ' n9 reel 5,01 macnines with alternative forms of video displays 

« LI 8 ' lluStrateS a rec,an 9 ular 0^ 40 «wt appears on me display 32 upon initial play of me bonus oame In 

a selectjonelement or -wmdoW associated with a particular bonus game outcome. The tiles/windows JeSSTS 
comes correspond.ng to the endows are hidden "behind" me windows. In one embodiment, me outcomes conSsTof 

« to*^^"*?*^ ? 'J? CO, " /credrt «*~» and »*» non-numerical outco^^S, « 

iTJSnJ^S. ° UtCOmes) ' 7)19 ^ of outcomes arxi me values of the numerical outcomes a?e 
predetermined by the game program according to the type of bonus game which is being played (and in one embed l" 

0^1^^!;!* afet0be aSSOCa,ed w*th me various outcomes, is randomly deter ted by me 
« n*Z ^ ^FT* " the V8n0US ° Ut0OmeS - 0008 **"™ed. remains fixed for the duration of the bonus 
L^'J^^^T 6 "^ * *? 18 r6aCCOOp,iShed - "P 0 " subsequent pfays of me bonus game so that 

f^'"*^ ^ 93016 O 6 ™"^ h a« a unique arrangement of outcomes in me grid 40. It will be appreciated 
that the depebon and arrangement of selection elements, me numbers) of selection elements and the distribution of 
r^tteartoomes associated with the selection elements may be varied according to the game program. For example 

M ' h n e S ^°". ^ 66 88 ^"s. animations, and «helike rather man^indows^- a^nt 

so be provided m fewer or greater numbers than described herein. 

"f/ b69inS ' me Pl8yer * pronpted to s^** 009 o* «be Wrty windows 101 through 130. It win be appreci- 
f^lf? SWefal player contr ° l devices "^y be utilized to implement me selection of window's). In one 
embodiment, an animated "harxT pointer scrolls across me grid and window selection is accomplished by the player 

« t e Z^ S ' n9 3 des,Bnated " se,ecl " butt" when me hand is pointing to a desired selection. Scrolling of me pointer (e o. 

55 hand) pnor to me selection of me desired window may be accomplished automatically according to me game program 
or may be controlled by me player depressing various buttons. In another embodiment utilizing a touch-screen display 
the desred window is selected by simply touching the screen in an area over the window. The selection of selection 
element(s) under player control is a novel concept which enhances me excitement of me bonus game in relation to 
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other types of bonus games known in the art Whereas other bonus game(s) have outcomes which are determined 
entirely by the game program, the outcome(s) in the present game are directly influenced by the player's choice(s) of 
window(s). 

[0036J Upon selection of a selection element the game controller causes the outcome associated with the selected 
selection element to be revealed on the display 32. Coin(s) or credrt(s) are awarded as appropriate, corresponding to 
the selected outcome. The award of coin(s) or credit(s) may occur immediately upon selection of the outcome or may 
be deferred until compl tion of the bonus game. As an exampl , suppose that the outcomes corresponcfing t windows 
101 through 130 are as shown in FIG. 9. In this case, selection of window 106 will cause the game controller to reveal 
the outcome associated with window 106, which is a coin with a value of 10 units. Unselected windows (which in the 
present example would be windows 101-105 and 107-130) remain masked so as to continue to -hide" their respective 
outcomes, 

[0037J In an embodiment including "end-bonus" outcomes {e.g., the PARTY POOPER symbol in FIG. 9). the selection 
of an end-bonus outcome causes the game controller to end the bonus game. Otherwise, the selection of any other out- 
come causes the controller to prompt the player to make other selection(s), one at a time, until an end-bonus outcome 
is selected. Thus, continuing the present example, suppose that after having chosen window 106 for the first selection, 
a player chooses window 1 1 7 for his/her second selection. Selection of window 1 1 7 will cause the game controller to 
reveal the outcome associated with window 1 1 7. which in the present example is a PARTY POOPER symbol, causing 
the controller to end the bonus game. Otherwise, if instead of window 1 17 (or any other PARTY POOPER window), the 
player had chosen window 1 16 (or any other non-PARTY POOPER window), the controller would have displayed the 
outcome associated with the selected window and prompted the player to make another selection. This process contin- 
ues for each successive selection until an end-bonus outcome is selected. 

[0038] In one embodiment, the outcomes corresponding to windows 101 through 1 30 of the grid 40 are based on the 
MONOPOLY™ board game. MONOPOLY™ is a trademark of Hasbro. Inc. and Hasbro International, Inc., Pawtucket, 
Rhode Island, used with permission by the assignee of the present invention. In this embodiment the outcomes corre^ 
sporxfing to windows 101 through 130 may include, tor example, properties (e.g., Boardwalk. Park Place, eft:.), utilities 
(e.g. Water Works, etc. ), railroads (e.g., Short Line, B & O Railroad, etc. ). and various end-bonus outcomes (e g "GO 
TO JAIL" squares). In the MONOPOLY™ game, as in the JACKPOT PARTY™ game, the selection of an end-bonus out- 
come causes the game controller to end the bonus game. Otherwise, the selection of any other outcome causes the 
controller to award coin(s) or credit(s) corresponcfing to the selected outcome, and then the player is prompted to make 
other selection(s), one at a time, until an end-bonus outcome is selected. 

[0039] Thus, in the MONOPOLY™ game, a player could perhaps select Boardwalk for the first selection. Marvin Gar- 
dens for the second selection. Short Line Railroad for the third selection, and so on until selecting a "GO TO JAIL" 
square. Coin(s) or credit(s) are awarded upon the selection of each property in much the same manner as the selection 
of coin symbols in the JACKPOT PARTY™ game, with the exception that supplemental coinfs) or credits) are awarded 
in the MONOPOLY™ game if the property selection "completes" a particular color g/oup (e.g., yellow, red, green, blue. 
etc. ) or property type group (e.g., railroads or utilities). The various property color groups and type groups are substan- 
tially identical to those in the MONOPOLY™ game and will not be described in detail herein. The supplemental coin(s) 
or credits) awarded upon completion of a group may comprise a predefined amount or a multiplier of the cumulative 
individual outcomes in the group. More specifically, suppose that the selection of Boardwalk is worth 50 coins or crecfits 
and the selection of Park Place is worth 40 coins or credits. If a player were to select both Boardwalk and Park Place 
in the bonus game and thereby complete the "blue" property group, such selection might produce a supplemental 
award of 90 coin(s) or credos), in addition to the individual awards of 50 coins for Boardwalk and 40 coins for Park 
Place. The completion of any other color group or type group will similarly result in a supplemental award appropriate 
to the particular group, as defined in the game program. It will be appreciated that any of several alternative pay 
schemes may be implemented in the game program 

[0040] In one embodiment, upon selection of an end-bonus outcome (e.g., "GO TO JAIL" square), the player is per- 
mitted to exercise or "play" a bonus game resource, if such resource has been obtained in the basic game, to overcome 
an end-bonus outcome and continue play of the bonus game. If no such bonus resources are available, the bonus game 
is ended upon the selection of an end-bonus outcome In the MONOPOLY™ game, for example, selection of a "GO TO 
JAIL" square will ordinaray end the bonus game If, however, a bonus game resource such as a "GET OUT OF JAIL 
FREE" card has been obtained, the player may exercise or "play" the "GET OUT OF JAIL FREE" card to overcome 
selection of a "GO TO JAIL" square, and thereby continue playing the bonus game. In one embodiment, the "GET OUT 
OF JAIL FREE" card is obtained in a basic slot machine game upon the occurrence of one or more CHANCE symbols 
displayed on the reels of a slot machine in much the same manner as in the MONOPOLY™ board game If a player has 
obtained a "GET OUT OF JAIL FREE* outcome during play of the basic game, that outcome is stored in game memory 
and may be exercised in the bonus game according to the game program to continue play of the bonus game despite 
the selection of the "GO TO JAIL" symbol. Exercise of the bonus game resource, if available may be accomplished 
automatically by the game controller or in response to player input. 
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contained enc^nus «•«*■«« £££ ^S!S£ ^1"* °"" I"* remain,nfl 
or credit(s). FIG. 9 is an example of a bonus gam MtZ^SS ^l*™ 65 SUCh as ^ of coin(s) 
F.G. 9 are associated with g JACKPO^S^ZZ ^e t HKXIfi™™^ dSpfe * * 
associated with an award of coin(s) or creditls, arvlTr7.r,!TJ JACKPOT PARTY ~ 9ame- 24 of the tiles are 
ass«iatedw rt h«heawardc^^^ assocated with end-bonus o^come. 7hef.es 

of tt,e award rtenttied on the face of ftlS liJSISSS lh ^ a ^^ W Symtol wHh ^"mount 
PARTY POORER symbol. As noted above.Xpa/ti^ OUtCOmeS 3,8 desianated * a 

game. Thus. * example, the particular arrange^^^^ P ' 8y °' *• ^ 

,08. n4. ,,7and ISO.isnot.ike.ytlberep^ 

TesJorerr^r; ESSE^^r^ ^ 9 ™ ^'—ses thedis^ay 
dows. The win total in the JACKPOT S^SSS? CI!? JT" aSS ° Cia,ed *• 
coin (in a ,-coi„ game) for the PARTY pSopS^S ™ >PA rS pSSSS^S^ ***** *■ °" e 

3 coins. 4 coins and 5 coins, respectively in a 2 c3aZ, ^ ^J^***"*** '""A in 30 award 2 coins. 
PARTY POORER symbol assure a^nnU olim * ^ 93,7,6 71,8 ^ <* *»"« tor me 
first (and las,, selecSn in me game aZZ^Z^Z^™ * ™™ P °° PER is *• 

attract mode animation until the next bonus^llmmS * " SCfeen 008 «"°odiment will display an 

as discussed in relaL to ?ri 7,llSS2r^ JACKP0T PARTYm Q3 ™' fo ' «™*e 
coins played is increased. This is J£Z£E»r2^Jl ^TJT* * reduced 38 * a of 
•windows" as me number of coins p^staea^ * W " 1 amourts «■**■• * the individual 

KoT^ART^^^ 

f™ 0 to 23. that are avai,aSe , 0 conT^^ ^eo^vely 
grid. These 24 "windows" do not corresoond to anu L. ' rUOPER tiles have been assigned to the 

of me bonus game <™ «> ^ -V tor each play 

trfy me me normalized win amounts available in me 1™ YaaTa^Tlf " ^ I be ,,ve rema,n,no co,umr » 
games. The actual win amounts avai.able fJZZ^o^^^Tr^TJ^ Scom JACKPOT PAR1Y " bonus 

game are 2 times mat ol the normaSi ^n a^oITnte £ ^ ■ ^ W " 1 am0UrtS aSSOda,9d ^ 
times that of me normalized J!a^T^Z ' am0unfci assoc " ted ^ *• 3-coin game are 3 

and 4.666667 resoectivelv For a iJ!Tr,7™l T, ' " C °' n and 9*™^ is 5 541667. 5.375. 5 166667 
(3 occurrences,.^^^ S^SH b'SSST Ts// 2 « occurrenc^ 

For a 2«oin game, the specific normal hJESSEXiI! ^ 5 ? 0CCU,Tences ) ^ 20 (1 occurrence). 

4 (3 occurrences), 5 (6 ZJ^^OU^T^^Zli ^"T^ 2 < 5 °^ences). 3 (3 occurrences . 
the normalized window values ^2 o^S5?S SSSST? 2 ° ° 0CCUrreree ) ** a 3<oin game, 
rences). 10 (3 occurrences,, isfl «S£S^£K^^ 

ues are 1 (2 occurrences) 2 ra oeeurronrL* o /, uccurrenc f'- h0f a 4 -ca" game, me normalized window val- 
occurences , 15 (SSot) JL^SJLS FTT^ * (2 ° CCUrTenCeS) ' 5 < 6 occurrences). 10 (3 

occurence) and 20 (1^^ ( 4 < 2 occurrences). 5 (4 occurrences,. 10 (2 occurrences). 15 (, 

once determined, remains^ Tfo, TduraEn S2^!l DOnu8 ^ ne - Arrangement of me various win amounts, 
windows is reaccc^STr^ up^ arrangement of win amounts and POORER 
wiB general fTTun c^es^gnd ^ ^ » ^ ea * ^ bonus game 
[0047] FIG. 1 1 summarizes the various possible outcomes of the JACKPOT party™ . ^ _ 

sr^siis^ ^ - °" where ^^^^ sr; 

the 30 w.ndows conta.n w,n amounts and me remaining six windows contain PARTY PttPeRm^Z Zl 
number of successful choices mat may be made in the bonus oair^STo 24 erX^Sl maximum 
25m selection being a PARTY POORER tile). The •nW^CITS^25SS?3S ^TT 5 ' !S2 
c^v^omO^arxJcar^ 

P.e. corresponds to no successful choices (eo.. where me Is, selection te a PA^WB*™^* ^ 
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spends t to one successful choice {e.g.. where the 1st selection is a win amount and the 2nd selection is a PARTY 
cho«e) by the probability that that particular choice, once reached, will resuK in an 

number of end^bonus outcomes divided by the nurrOer of remaining unchoTwi,^^^ £&£ 
to 0).there is a Improbability of reaching that choice because every bonus game indudes at le^ 

safe" value for CHOICE 0 is therefore 1.0. The probability that thai **TZ^mZ^ < 5Z^Zi 

[0049] The "% safe" value of each consecutive choice is the "% safe" value of the last choi™ mi«. ^ * a -« - u 

»5 of the last choica Thus, the "% safe" value of CHOICE 1 is 0.8 (th NT sSe" 2£S1SS^ TnC ^ 
end" value of CHOICE 0 (0.2),. The probability that the second cUTonl r££ fSSS ini iS^J 
come « 0.20^ (six end*onus outcomes divided^ 
!f»^°^l 7 <0 8x0.^ 

„ r XT • T Va ' U 1^ each °* ■» rOTaini "9 24 choices are JSSSiS^JS n 

20 [0050] The Pays' column in FIG. 1 1 identifies the various cumulative pay values assorted with Tach a!™™ 
choce. on average, in a 1 <oin game. Where there are no successful choice7(CHOIC 

the selection of a PARTY POOPER tile results in payment of 1 coin or credit ThT"p7y" vTe 2 l^L,! 
successful choices (other than CHOICE 24) is combed by multip^ng *e Mn n^S^Tf 

CHOIC 5 24 - a bonus «* 67 7 cons, on average (in a 1-coin game) is added to the previous "PaV JuT 
thereby causrng the cumulative pay to be 200 coins in a 1 -coin game Pay" value. 

SnLJr^^L^r"^ FIG 11 kJenWieS ''^mediate values associated with each successive choice 

wt«ch leadsto computation of an overall expected value for a 1 -coin game. The expected value for ch£« 
number ,s not represented by the EV value in FIG. 1 1 but rather is reWesented^Se "Pays" cSSJS^ 

ur£ Thf EV^ 

, D ^ CHOIC , E 0 « 1- The next consecutive EV values are computed by the formula 

08 x (6.70833 - 1) + 1 » 5.566664. and so on. The EV value associated with CHOICE 24. which is the EV value for the 
entire game, is 1.68E-06X (199.9999 -132.2916) + 20.57141 -20.57152. 
[0052] For 2-coin. 3-coin. 4-coin or 5-coin games, the numbers of choices. "% end" and "% safe" values will ho Won 

mrentPARTY POOPER values of the multi-can games. Computation of these values is relatively straightforward and 
maybe ^^shedby tijose skilled in the art with the information provided herein for the iSfST 
W053] It wiH be appreciated that the information provided in FIGs. 4-7 and FIGs. 9-1 1 is unique to one oarticular 
e^ent of the JACKPOT PARTY- bonus game but me present invention is neither BmS i£ Z SSSS 
PARTY™ bonus game nor to a particular embodiment of the JACKPOT PARTY™ game. On the contrary tfVebonus 

J a Z2L T^, 98 ™ "*** inclod * ,or Afferent nun*er(s) of windows. dtff*ent 

^r^^f^l^^ 5 ) end-bonus outcomes), different values (or different average value) of coin 

^Z^ST^T?* **■ ^ Present invenHon ™y 3,80 te implemented with bori-resouVce 
comes, as desenbed above m relation to the MONOPOLY™ game. 

22? "Of!**? C *! 9ram 01 8 flamln9 maehine 10 *** machine > inching a CPU 34. video display con- 

225 5 ™* > ^ " heh COmp ° Se RS " 232 «*■« <* the equivalent support bi-directional commu- 

nion between the CPU 34 and the display controller 36 at a rate of 9600 baud, or approximately 1 .000 bytSZ^ 
**ond. The program nforrnahon includes operating commands for controlling the video display 32 of the gaming 
machme 10 and game activrty commands for specifying modes of operation of the gaming machine 10 (e.g., insSw 
the gaming machine 10 to operate in Dastc" or "bonus" mode). ^ 
W055] The dismay commands include packetized graphics instructions which specify, for example, frame animations 
sprue animations, text printing and text banners to be displayed by the video display 32 in either a "basic game or 
bonus game. The display controller 36 executes the video operating instructions to operate the video display 32 
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I 005 *} ln o "e embodiment, the display controller 36 takes th form shown in FIG. 13. This display controller 36 is 
based o" a 68 HC 1 1 processor 44 and uses a Xilinx 3030 field programmable gate array (FPGA) 46 to provide the logic 

«™12 46 C0ntrOlS *" data ' l0w ,0 me disp,ay 32 and P™** 8 anv «™ng signals. Briefly th 

™T,f !f ° pefatIVely 001,0,6,1 35 indica,ed ' wrth ■» display 32 and also with SRAM 50. PROM(s) 52 54 and with 

aSeLin^R^ d 5 r 0C,e ' ^ ^ 56 * 8,80 °° ra,ive,y COup,ed CPU 44 for 

ETL JTh-^To PR0M 52 * IOr,S CO " ,T0> SOftware - instructions and data necessary to control oper- 

atan of the display 32 .n response to instructions from the CPU 34. The data PROM(s) 54 stores window values** 
date necessary-to assign various values/outcomes to the grid 40 in bonus mode, as well as data relating to text printing 
text banners, fonts, frames, sprites, frame animations and sprite animations to be displayed by the display 32 in bonus 
mode or attract mode. The PROM(s) 52 and 54 may comprise physically separate memory stnjctoreT (eg MtoSS 
separate memory -chips") or may comprise functionally separate memories integrated on a single chip 'as will be 
appreciate* the memory structures 52 and 54 may be comprised of any of several types or combinations of memories 
known in the art, including volatile or writable memories. 

[0 ^} , ln one embodiment, the display 32 comprises a dot matrix display having 12.288 elements, including 64 rows 
of 192 pacts. The pixels are separately actuatable. preferably at a rate of 25 full frames-per second a more to form 
a graphics display which may include, tor example, animated characters, text or symbols. It will be appreciated how- 
ever, that the display 32 may comprise any of several alternative types of displays or modified forms of dot matrix dis- 
plays. For example, the display 32 may comprise a CRT. LED. LCD or electro-luminescent display rather than a dot 
matrix display, or may comprise a dot-matrix display having fewer a greater numbers of pixels or a different arrange- 
ment of pixels than heretofore described. The display 32 may comprise a color or monochrome display. In an embodi- 
ment where the display 32 comprises a monochrome display, the pixels are preferably actuatable at three or more 
discrete intensity levels to emulate three or more shades of "gray." 

[ ° 05 ^' dis P ,a * 3215001 limi,ed *o showing only the bonus game, but in some embodiments may be used to dis- 
play both the basic game and bonus game. In other words, the basic game and bonus game may be implemented 
entirely^ video in a gaming machine not having a mechanical spinning reel display. One such type of video game is 
Hlustrated in FIG. 14. designated generally by reference numeral 60. The video game 60 may comprise virtually any 
type and/or size of video game including, for example, coin operated video games, hand-held video games, rrfcrcoroc- 
essor or PC-driven video games. The video game 60 includes a game controller 62 operabfy coupled to a memory unit 
64 and a graphics display 66. The memory unit 64 stores control software, operational instructions and data associated 
with the video game 60. 

I0060J In the illustrated embodiment, the memory unit 64 includes a read-only memory (ROM) 68 for storing a game 
code, graphics and audio associated with the video game 60 and a battery-backed random access memory (RAM) 70 
or storing various operating instructions and data for operating the video game 60. The ROM memory 68 is non-volatile 
(e.g., its data content is preserved without requiring connection to a power supply) and is generally unalterable while it 
remains within the video game 60. The battery-backed RAM memory 70 is volatile but retains its data content as long 
as power is provided, either from an external power source or the battery back-up. The RAM memory 70 is alterable by 
the controller 62 when appropriate {e.g.. in response to change in operational status of the video game 60). It will be 
appreciated that the memory unit 64 may be implemented on memory structures other than ROM and battery-backed 
RAM. or may be integrated on a single memory structure. 

[0061] The game controller 62 controls play of the video game 60 responsive to player inputs provided through an 
operator interface 72. The game controller 62 may comprise a microcomputer, microprocessor or any other suitable 
device for executing control of the video game 60. The operator interface 72 may comprise any combination of push 
buttons, joysticks, keypads, touch-screens and the like. The game controller 62 executes control software in the mem- 
ory 64 according to the player inputs and communicates the resulting video game activity including, for example text 
animations and background graphics to the graphics display 66. The graphics display 66 may comprise a CRT. LED 
LCD, dot-matrix, electro-luminescent display or any other type of display known in the art. 
[00621 In one embodiment, the operator interface 72 comprises a touch-screen electrically coupled to the display 66. 
Player inputs are provided by touching the touch screen 72 at touch points directly above various "keys" or key outlines 
or other specified areas on the display 66. The controller 62 may be programmed to display the various "keys" or key 
outlines (not shown) on the graphics display 66 and to recognize the locations of the "keys." key outlines, or other spec- 
Hied areas of the graphics display 66 according to control software in the ROM memory 68. The "keys" or key outlines, 
H used, may be displayed both during attract mode and during active play of the game. The "keys" may simulate the 
appearance of an actual key or may comprise game symbols and/a characters shown on the graphic display 66. For 
example, in a video game implementation of the JACKPOT PARTY™ bonus game, the key outlines may comprise areas 
of the display 66 on which the bonus game window(s) are displayed. 

[0063] The touch screen (not shown) defines an X-Y matrix of touch responsive points positioned adjacent to and 
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overlying the "keys' of the display 66. In one embodiment, the touch-screen comprises a ClearTek® capacitive touch- 
screen, commercially available from MicroTouch Systems. Inc., Methuen. MA. It will be appreciated, however, that other 
types or models of touchscreens known in the art may be used. In the ClearTek® touch screen, voltage is applied to 
th four corners of the touch screen to create a uniform voltage field about the touch screen. When pressure from a 
finger or stylus rs applied to a selected touch point of th touch screen, current is drawn from the sides of the touch 
screen in proportion to the distance of the touch point from the edge of the touch screen. A touch screen controller (not 
shown) evaluates th current flow t detect th coordinates of the touch point. The game controller 62 determines 
whether the touch point coincides with any "key(s)" on the underlying display 66 and. if so. performs a function or func- 
tions (e.g., a designated game activity) associated with that displayed "key." In the JACKPOT PARTY™ bonus game for 
example, pressing jhe touch screen at a location directly above a displayed window causes the game controller 62 to 
"select" that window, to display the bonus game outcome associated with that window and award coinfs) or creditfs) as 
appropriate. w 

[0064] In a video game, pressing of a particular "key- generally causes the game controller 62 to trigger display of 
game activity on the graphic display 66. The game activity may cause the game controller 62 to periodically redefine 
key outlines, displays and/or functions associated with the gama For example, in the JACKPOT PARTY™ bonus game, 
the controller 62 initially causes key outlines associated with the various windows to initially "mask- or hide the game 
outcomes and, as a result of game activity, causes the windows to reveal the game outcome(s) associated with the 
selected window(s). Pressing the touch screen above the window outline while the window is "masked* will cause the 
controller 62 to perform a different function than it would perform if the window has been "unmasked" to display a par- 
ticular game outcome. 

[0065] FIG. 15 depicts one embodiment of the JACKPOT PARTY™ game implemented on a video display 66. In this 
embodiment, the basic game is implemented with five animated "reels" 72. 74. 76. 78 and 80 which are set in "motion- 
by either pulling a lever (not shown) or depressing a push button (not shown) on the video game 60. The controller 62 
then operates according to its game program to select a game outcome (e.g., "bask;- game outcome) corresponcfing to 
a particular reel "stop position" and causes each of the reels 72, 74, 76. 78 and 80 to stop at the preselected stop posi- 
tion. The "stop" position of the reels is illustrated by various symbols in generally the same manner as in a mechanical 
slot machine game. Winning "basic" game outcomes (e.g., symbol combinations resulting in payment of coins or cred- 
its) are identifiable by a pay table (not shown) affixed to or displayed by the video game 60. 

[0066] In the illustrated embodiment, there are five paylines 122, 124. 126. 128 and 130. In one embodiment each 
of the paylines are "active" regardless of the number of coin(s) or credrt(s) played. Any number from one to ninety 
coinfs) or crecfit(s) may be played. Winning combination(s) occur if any of the combinations appearing on a pay table 
are displayed directly under any of the active paylines, Paylines 122. 124 and 126 extend horizontally across the five 
reels 72. 74, 76, 78 and 80 in alignment with, respectively, consecutive center, upper and lower symbols on each reel. 
Payline 1 28 extends in a "V" pattern in alignment with the upper symbol of reel 72. center symbol of reel 74, lower sym- 
bol of reel 76. center symbol of reel 78 and upper symbol of reel 80. Payline 130 extends in an inverted "V~ pattern in 
alignment with the lower symbol of reel 72. center symbol of reel 74. upper symbol of reel 76, center symbol of reel 78 
and lower symbol of reel 80. 

[0067] It will be appreciated, however, that alternative pay schemes may implemented. For example, in one embodi- 
ment of the present invention, a winning combination is defined by the game controller to occur when a special "start- 
bonus" symbol appears on any three consecutive reels in any of the three visible display positions (e.g., "top," "middle" 
or "bottom"), even though such positions do not correspond with an active pay line. Similar to the mechanical slot 
machine (FIG. 1). the appearance of such a combination of "start-bonus" symbols causes the game controller to shift 
operation from the basic game to a bonus game. In another embodiment the game controller enters the bonus game 
upon the appearance of a special symbol combination on three consecutive reels which is not identified on the pay 
table. Because such combination is not identified on the pay table, it is a "start-bonus" combination which players will 
consider to be a losing combination and, accordingly, represents a surprise winning combination to the player. Alterna- 
tively or additionally, the occurrence of "start-bonus" symbols and/or combination(s) may cause the processor to award 
coin(s) or credrt(s) in the basic gama 

[0068] Like the mechanical slot machine (FIG. 1). the possible basic game outcomes may also include a special sym- 
bol combination (e.g., "bonus-resource" outcome) causing the game controller to generate a bonus game resource 
exercisable in the bonus game. The occurrence of "bonus-resource outcome(s) may also cause the game controller to 
award coin(s) or credit(s) in the basic game. In one embodiment the game controller continues to operate in the bask: 
mode after the occurrence of a bonus-resource outcome. In this embodiment, any number of bonus-resource outcomes 
may occur through several repetitions of the basic game (causing the game controller to generate a corresponding 
number of bonus game resources) before entering the bonus mode, if at all, upon the occurrence of a start-bonus out- 
come. The bonus game resources) may comprise any item which operates to enhance the excitement and/or winning 
expectation in the bonus game. In one emboc5ment, for example, a bonus game resource is usable to override an oth- 
erwise undesired outcome of the bonus gama For example, in a bonus game including one or more "end-bonus" out- 
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come(s) which would otherwise end the bonus game, a bonus game resource, if availabl , may be used to override th 
end-bonus outcome and thereby continue play of the bonus gam . Another type of bonus game resource might be used 
as a multiplier (e.g., 2X. 5X, 10X, etc.) of coin(s) or crecfit(s) awarded in a bonus game. For example, a "5X" resourc 
played in conjunction with a bonus game outcome awarding 5 coins or credits would result in an award of 25 coins or 
5 credits. 

[0069] According to one embodiment the video game uses symbols corresponding to those shown in FIG. 2. with 1 8 
symbols per reel. In one embodiment the payout rates, hit rates, total hits and total coins paid for th basic game 
increases directly in proportion to the numbers of coins played. Thus, rf a particular combination will pay 20 coins or 
credits with one coin played, that same combination will pay 100 coins or crecfits with five coins played. 

10 [0070] Like the basic game descrtoed in relation to FIG. 1 , the video "basic" game also includes various basic game 
outcomes (e.g.? special symbol combinations) which cause the game controller to shift operation from the basic game 
to a bonus game. In the video JACKPOT PARTY 7 " game, one such combination is characterized by the display of a 
"Party Favor" symbol on any three consecutive reels, in any display position, causing the game controller to enter a 
bonus game "party." Another special combination is characterized by the display of respective Jackpot 7. Orange and 

is Special Lemon symbols in the center display position on any three consecutive reels, also causing the game controller 
to enter a bonus game "party." Both of these special symbol combinations represent a "start-bonus" outcome because 
they cause the game controller to shift operation from the basic game to a bonus game. The bonus game party entered 
in response to the Jackpot 7, Orange and Special Lemon combination is a "surprise party" because, since the Jackpot 
7. Orange and Special Lemon symbols are not not identified to the player (e.g., on the pay table) as winning combina- 

20 tions, it is an apparent losing combination and would not be expected to generate a bonus game and associated high 
winning expectatioa 

[0071] Like the bonus game described in relation to FIGs. 8 and 9. the video "bonus" game is displayed on a 6 x 5 
rectangular grid consisting of thirty selection elements or "windows," each associated with a particular bonus game out- 
come. The outcomes consist of various numerical outcomes (such as, tor example, coin/credit award amounts) and var- 

25 ious non-numerical outcomes (such as, tor example, "end-bonus" outcomes). The various type(s) of outcomes and the 
values of the numerical outcomes are predetermined by the game program according to the type of bonus game which 
is being played (and. in one embodiment, according to the number of coins or credits played) but the placement of the 
outcomes in the grid (e.g., the determination of which selection elements are to be associated with the various out- 
comes) is randomly determined by the game controller. Arrangement of the various outcomes, once determined, 

30 remains fixed for the duration of the bonus game. The arrangement of outcomes is reaccomplished, however, upon sub- 
sequent plays of the bonus game so that each individual bonus game will generally have a unique arrangement of out- 
comes in the grid. 

[0072] Upon initial play of the bonus game, the windows are masked as shown in FIG. 8 so as to "hide" the various 
outcomes corresponding to the windows. As play begins, the player is prompted to select one of the thirty windows. In 
35 a touch-screen embodiment of the video game, selection of the window is accomplished by the player touching the 
screen in an area directly over the desired window. Upon selection of a window, the game controller causes the out- 
come associated with the selected window to be revealed on the display. Unselected windows remain masked so as to 
continue to "hide" their respective outcomes. Coin(s) or credit(s) are awarded as appropriate, corresponding to the 
selected outcome. 

40 [0073] In an embodiment including "end-bonus" outcomes, the selection of an end-bonus outcome causes the game 
controller to end the bonus game. Otherwise, the selection of any other outcome causes the controller to prompt the 
player to make other selection^), one at a time, until an end-bonus outcome is selected. In one embodiment, upon 
selection of an end-bonus outcome, the player is permitted to exercise or "play" a bonus game resource (which may 
comprise, for example, a "GET OUT OF JAIL FREE" card in a MONOPOLY™-based game), if such resource has been 

45 obtained in the basic game, to overcome an end-bonus game outcome and continue play of the bonus game. If no such 
bonus resources are available, the bonus game is ended upon the selection of an end-bonus game outcome. When the 
bonus game has ended, the outcomes associated with the entire grid are revealed, as discussed in relation to FIG. 9. 
[0074] One emrjodiment of the video "bonus" game comprises a JACKPOT PARTY™ game substantially similar to 
the game described in relation to FIGs, 8 and 9, in which 24 of the tiles are associated with an award of coin(s) or 

so credits) and 6 of the tiles are associated with end-bonus outcome. The particular arrangement of the tiles is unique to 
each play of the bonus game. Thus, for example, the particular arrangement of FIG. 9. with PARTY POOPER symbols 
displayed in windows 101, 105, 108. 1 14, 1 1 7 and 130. is not likely to be repeated in any other bonus game. 
[0075] In one embodiment, after completion of the bonus game, the game controller causes the entire grid to be dis- 
played for a few seconds, then restores the screen to show only the selected windows, then pays out the win total asso- 

ss ciated with the selected windows. The win total in the JACKPOT PARTY™ bonus game is the sum of the selected "coin- 
symbol awards plus one coin for the PARTY POOPER symbol for each coin played, which may be up to 90 coins in the 
video game embodiment Generally, in an n-coin game, the PARTY POOPER symbol will result in an award of n coins 
or credits. The award of coin(s) for the PARTY POOPER symbol assures a winning outcome in the bonus game even if 
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the PARTY POOPER symbol is the first (and last) selection in the game. After payment of the award, the display screen 
in on embodiment will display an attract mode animation until the next bonus game is commenced. 
[0076] In one embodiment the normalized win amounts associated with the various windows are the same regardless 
of the number of coins played. Thus, th normalized averag bonus also remains the same for any number of coins or 
credits played. This is in contrast to the embodiment discussed in relation to FIG. 10. in which the window values differ 
(and in which the normalized average bonus decreases) in relation to the number of coins played. In the video version, 
wher multiple coins or credits are played, the actual average bonus value is computed by multiplying the normalized 
average bonus by the number of coins played. 

[0077] Specifically, in one embodiment of the JACKPOT PARTY™ video game, the normalized win amounts in the 24 
non-POOPER windows are 1 (2 occurrences), 2 (5 occurrences). 3 (1 occurrence). 4(1 occurrence), 5 (9 occurrences). 
10 (3 occurrences)? 15 (2 occurrences) and 20 (1 occurrence). The average (non end-bonus) normalized window value 
is therefore 6.0, regardless of the number of coins played. The actual win amounts available for the various games may 
be computed by multiplying the respective normalized win amounts by the number of coins played. Thus, for example, 
the actual win amounts with 2 coins played are 2 times that of the normalized win amounts, the actual win amounts with 
3 coins played are 3 times that of the normalized win amounts, and so on. 

[0078] For any given number of coins played, the corresponding actual win amounts are randomly assigned to non- 
POOPER windows and are available for selection in the bonus game. Arrangement of the various win amounts, once 
determined, remains fixed for the duration of the bonus game. The arrangement of win amounts and POOPER windows 
is reaccomplished, however, upon subsequent plays of the bonus game so that each individual bonus game will gener- 
ally have a unique arrangement of outcomes in the grid. 

[0079] The various posstole bonus game outcomes in the JACKPOT PARTY™ video game correspond generally to 
the outcomes identified in FIG. 1 1 . As discussed in relation to FIG. 1 1 , the number of possUe successful choices in the 
bonus game ranges from 0 to 24. The "% end" and "% safe" values for the various choices in the JACKPOT PARTY™ 
video game are identical to those identified in FIG. 1 1 . The "Pays" and "EV values for the video game are computed in 
the same manner as those identified in FIG. 1 1 but will differ therefrom because of different average window values in 
the respective games. 

[0060] Similarly, for multi-coin games (up to 90 coins in the video embodiment), the numbers of choices, "% end" and 
"% safe" values will again be identical to that of FIG. 1 1 but the "Pays" and "EV" values will differ because of the different 
average window values and different PARTY POOPER values of the multi-coin games. 

[0081 ] While the present invention has been described with reference to one or more particular embodiments, those 
skilled in the art will recognize that many changes may be made thereto without departing from the spirit and scope of 
the present invention. Each of these embodiments and obvious variations thereof is contemplated as falling within the 
spirit and scope of the claimed invention, which is set forth in the following claims. 

Claims 

1. A gaming machine comprising: 

a processor for controlling game play in a basic mode and a bonus mode 

the processor operating in the basic mode to select a basic game outcome from among a plurality of pos- 
sible basic game outcomes, the possfele basic game outcomes including a start-bonus outcome the selec- 
tion of which causes the processor to shift operation from the basic mode to the bonus mode, 
the processor operating to set-up a bonus game by defining a plurality of player-selectable bonus game 
outcomes, the bonus game outcomes including one or more end-bonus outcomes the selection of which 
causes the processor to shift operation from the bonus mode to the basic mode; 
means for selecting in the bonus mode under player control one or more of the bonus game outcomes until 
encountering an end-bonus outcome; and 

means for awarding credits based upon the selected bonus game outcomes. 

2. The gaming machine of claim 1 further comprising a display, the display being operable in response to instructions 
from the processor to mask the bonus game outcomes upon set-up of the bonus game and reveal the selected 
bonus game outcomes during play of the bonus game. 

3. The gaming machine of claim 2 further comprising a display, the display being operable in response to instructions 
from the processor to reveal each of the bonus game outcomes in response to the selection of an end-bonus out- 
coma 
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4. The gaming machine of daim 1 wherein th means for selecting is operable in th bonus mod to select, one at a 
time, said one or more bonus gam outcomes until the selection of an end-bonus outcome. 

5. The gaming machine of claim 1 wherein the basic gam comprises a slot machine having a spinning reef display 
5 for showing a number of symbols on one or more reels, the possible basic game outcomes defining various possi- 
ble combinations of said symbols on said reels, one of the combinations defining a start-bonus outcome the occur- 
renc of which causes the processor to shift operation from the basic mode to the bonus mode. 

6. The gaming machine of daim 5 wherein the start-bonus outcome is characterized by the display of a designated 
io start-bonus game symbol on one or more of the reels. 

7. The gaming machine of daim 5 wherein the start-bonus outcome is characterized by the display of a designated 
start-bonus game symbol on each of the reels. 

is 8. The gaming machine of daim 7 wherein each of the reels have three display positions, the start-bonus outcome 
being characterized by the display of a designated start-bonus game symbol on each of the reels in either of the 
three display positions. 

9. The gaming machine of claim 1 wherein the bonus game outcomes indude a number of value-associated out- 
20 comes and a number of end-bonus outcomes, the means for awarding credits comprising means for summing the 

value-assodated outcomes selected in the bonus game. 

10. The gaming machine of claim 9 wherein the means for awarding credits is operable to award bonus game credits 
proportional to the sum of the value-associated outcomes selected in the bonus game. 

25 

11. The gaming machine of daim 10 wherein the means for awarding credits is operable to award said bonus game 
credits in response to the selection of an end-bonus outcome in the bonus game. 

12. The gaming machine of daim 10 wherein the means for awarding credits is operable to award credits equal to the 
30 sum of the value-associated outcomes selected in the bonus game. 

13. The gaming machine of daim 12 wherein the means for awarding credits is operable to award said bonus game 
credits in response to the selection of an end-bonus outcome in the bonus game. 

35 14. A method of operating a gaming machine under control of a processor operable in a basic mode and a bonus 
mode, the method comprising the steps of: 

selecting under control of the processor in said basic mode a basic game outcome from among a plurality of 
possible basic game outcomes, the possible basic game outcomes including a start-bonus outcome; 
40 shifting operation of the processor from the basic mode to the bonus mode in response to the selection of the 

start-bonus outcome, otherwise, continuing operation of the processor in the basic mode; 
setting up under control of the processor a bonus game by defining a plurality of bonus game outcomes, the 
bonus game outcomes inducting one or more end-bonus outcomes; 

selecting under player control one or more of the bonus game outcomes in the bonus mode until encountering 
45 an end-bonus outcome; and 

awarding credits based upon the selected bonus game outcomes. 

1 5. The method of claim 14 wherein the step of setting up the bonus game comprises the steps of: 

so displaying a plurality of selection elements; 

associating each of the selection elements with a bonus game outcome, the bonus game outcomes inducting 

value-associated outcomes and end-bonus outcomes; and 

concealing each of the bonus game outcomes upon initial play of the bonus game. 

55 16. The method of claim 1 5 wherein the step of selecting bonus game outcomes in the bonus mode until encountering 
an end-bonus outcome comprises the steps of: 

selecting, one at a time, under player control one or more selection elements in the bonus mode; 
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revealing, for each selected selection element, the associated bonus game outcom • 

shiftmg operation of the processor from the bonus mode to the basic mode if th« ,^ , 

come ceases an end-bonus outcome; otherwise, con^^SS^ B "* ^ 

1 7. The method of claim 16 further coirprising the steps of: 

STe^^ 

18. The method of claim 16 wherein the step of awarding credits comprises the steps of: 

summing the value-associated outcomes selected in the bonus game- and 

awarding bonus game crectts propel to the sum of the va.ue-assoaated outcomes sheeted in the bonus 

20. The method of claim 16 wherein the step of awarding credits comprises the steps <* 

" summing the value-associated outcomes selected in the bonus game- and 

awards bonus game credits equal to the sum of the value-assocated outcomes selected in the bonus game. 
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Fig. 3 
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1666.293 
20.57152 

1686.865 
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0.2857 
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PAYOUT SUMMA RY « BONUS FEATURE INCLUDED WITH BASE GAMP 



COIN* 


% PAYOUT 


HIT% 


TOTAL 
HITS 


TOTAL COINS 
PAID 


NORMALIZED 
AVERAGE BONUS 


1 


86.05732 


13.95748 


814 


5018.863 


20.5715 


2 


86.11125 


26.50892 


1546 


10044.02 


20.0001 


3 


86.16518 


1 39.06036 


2278 


15075.46 


19.4287 


4 


86.01819 


51.6118 


3010 


20066.32 


18.7144 


5 I 


86.17998 


64.16324J 


3742 


25130.08 


17.0002 
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Fig. 8 



m 


w§ 


tu 


m 


m 




W2 


IQZ 


112 


uz 






m 




W 


us 




tz§ 


m 


m 


114 


us 




t& 




US 


U§ 






w 



40 



Fig. 9 

40 



PARTY 
POOPER 




© 


© 




© 


© 


© 


© 


PARTY 
POOPER 


© 


© 




PARTY 
POOPCR 


© 




© 


© 


© 


© 


PARTY 
POOPER 


© 


© 




PARTY 
POOPCR 


© 


© 


© 


© 


PARTY 
POOPER 



23 



EP0945 837A2 



NON-ENP-BONUS WINDOW VALUES (NORMALIZED! 



WINDOW # 



1CNVAL 2CNVAL 3CNVAL 4CNVAL I 5CNVAL 



10 



10 



11 



10 



10 



10 



10 



10 



12 



15 



15 



15 



15 



15 



13 



20 



20 



20 



20 



20 



14 



15 



16 



17 



10 



10 



10 



10 



18 



15 



15 



10 



10 



19 



20 



21 



22 



23 



Total from 
non-end- 
bonus 
windows 



137 



133 



129 



124 



112 



Average 
norvend- 
bonus 



5.70833 



5.541667 



5.375 



5.166667 4.666667 



FIG. 10 
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BONUS GAME OUTCOME SUMMARY 



CHOICE 


%END 


% SAFE 


PAYS 


EV 

CALCULATION 


0 


0.2 


1.0 


1 


1 


1 


0.165517 


0.8 


6.70833 


5.566664 


2 


0.135961 


0.634483 


12.41666 


9.188501 


3 


0.110783 


0.498522 


18.12499 


12.03423 


4 


0.089478 


0.387739 


23.83332 


1424757 


5 


0.071583 


0.298261 


29.54165 


15.95015 


6 


0.05667 


0.226678 


35.24998 


17.2441 


7 


0.04435 


0.170009 


40.95831 


18.21457 


8 


0.034271 


0.125659 


46.66664 


18.93187 


9 


0.026111 


0.091388 


52.37497 


19.45354 


10 


0.019583 


0.065277 


58.0833 


19.82617 


11 


0.01443 


0.045694 


63.79163 


20.08701 


12 


0.010421 


0.031264 


69.49996 


2026547 


13 


0.007356 


0.020843 


75.20829 


20.38445 


14 


0.005057 


0.013487 


80.91662 


20.46144 


15 


0.003372 


0.008429 


86.62495 


20.50955 


16 


0 002167 


0.005057 


92.33328 


20.53842 


17 


0.001334 


0.00289 


98.04161 


20.55492 


18 


0.000778 


0.001556 


103.7499 


20.5638 


19 


0.000424 


0.000778 


109.4583 


20.56824 


20 


0.000212 


0.000354 


115.1666 


20.57026 


21 


9.43E-05 


0.000141 


120.8749 


20.57107 


22 


3.54E-05 


4.72E-05 


126.5833 


20.57134 


23 


1.01 E-05 


1.18E-05 


132.2916 


20.57141 


24 


1.68E-06 


1.68E-06 


200 


20.57152 


EXPECTED VALUE FOR 1 COIN BONUS GAME: 20.57152 
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Fig. 15 
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